PRICE LIST (prices checked 30 March 2003) 

New hardware: 




PC-PSU with supply for 2 Floppies and MB02 36,00 € 

MB02-Printerlead 13,00 € 

Spectrum +2A, new and original package, complete 219,00 € 

Proface AT Extern (Interface for connecting PC-Keyboards to Spectrum) 69,00 € KS 

Proface AT Intern (internal interface) 62,00 € KS 

Melodik AY-Soundbox (unboxed) 24,00 € KS 

+2 Cassette recorder 36,00 € 

Floppy Disc drive (1,86 with MB02, 720k with Opus, 780k with +D) Please specify 24,00 € 

PSU for +2A/B and +3 or PSUI for +2 (also 48k and 128k) Please specify 29,00 € 

FDD lead for 2 drives 4,00 € 

Multiface 128 (works also on 48k Spectrums 26,00 € 

Multiface +3 46,00 € 

Dust Cover 48k+/128k 8,00 € 

Plus 3 Tapelead 9,90 € 

Normal Tapelead 3,00 € 

Spectrum +2 Lightpen 36,00 € 

Spectrum +3 Lightpen 27,00 € 

Phaser Gun with Software (Tape or +3) 19,00 € 

VGA-BOX (connect Spectrum 128/+2 to VGA monitor) 49,00 € 

Used hardware: 

Sinclair ZX Spectrum 128k, complete with all cables 129,00 € 

Sinclair ZX Spectrum +2, complete with all cables 79,00 € 

Sinclair ZX Spectrum +2A, complete with all cables 79,00 € 

Sinclair ZX Spectrum +3, built in 3" drive, complete with all cables 99,00 € 

Sinclair Spectrum 48k (Gummy), complete with all cables + Introduction Tape 64,00 € 

Sinclair Spectrum 48k +, complete with all cables + Introduction Tape 64,00 € 

+3 Drive (tested) 29,00 € 

Interface I 69,00 € 

Microdrive 25,00 € 

Wafadrive 39,00 € 

Opus Discovery Diskinterface with 1 x 720k Drive (new ROM) 119,00 € 

Plus D clone without case, 3.5" floppy with PSU and cables 129,00 € 

Joystick interface 1-Port 3,00 € 2-Port 1 1 ,00 € 

Joystick (many different) 2,50 € 

Sinclair SJS-Joystick (+2/+3) 6,00 € 



Consumables: 



Microdrive Cartridges (ex-software) 3,50 € 

Wafadrive Cartridges 16K= 7,00 €, 32K= 7,50 € 

+3 drive belt 2,00 € 

Silver paper for ZX Printer 5,00 € 

Keyboard membrane 48k 1 1 ,00 € 

Keyboard membrane Spectrum +/128k, new quality, not aging 21,00 € 



Also we have a lot of Software offers and books. Please contact us and we will send you our pricelist. 
Products marked KS are sold in the name of Kompakt Servis. We organise the business. 

Prices excluding postage. Delivery as long as stock lasts. 



Orders to: SINTECH, Gastackerstr. 23, 70794 Filderstadt, Germany 

Tel./Fax: 0049 711 775033 email: sintech@online.de http://www.sintech-shop.de 
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min spec NEC Z80s can improve 
it a bit, but it is always flaky. 

The +2 is better in the way it was 
designed, and can, most of the 
time, cope with the VTX, but it 
has been designed so the jump 
back into the Spectrum does a 
reset, which means that in order 
to get the software in from ROM, 
you need to do an OUT to port 21 
(but I've forgotten what it was!) 
Later Spectrums, rather perver- 
sely, would have worked with the 
internal ROM, if the power supp- 
lies had not been moved about 
on the edge connector and the 
ROM CS replaced by two lines... I 
did design a device to fix this, but 
it meant that when you powered 
up, the machine jumped straight 
into 48k and paged in the VTX... 
So a lot of folk removed the ROM 
link and went with disc loaded 
software. Of course, this meant 
that any loaded software that 
called the VTX ROM, only ran 
with the ROM link connected... 

The Melbourne House book, The 
Spectrum Micronet Book will give 
you all the detail your heart could 
desire.. .if you can find a copy. 

Brian Gaff 




Below: The Micronet team. To read the Micronet story, visit 
www.sincuser.f9.co.uk/032/micront.htm 
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A new year. A new ZXF, pro- 
duced - 1 might add - using new 
DTP software and a new PDF 
conversion program (hence the 
new look). And I'm pleased and 
proud to announce a new ZXF 
website to promote and compli- 
ment the magazine. 

New spectrum software from a 
new eight-bit software label is 
reported on this issue, which is very 
exciting indeed. We've also 
previews of upcoming new 
releases of SPIN and 
Spectaculator, both of which are 
rather good, as usual. You'll find 
also an in-depth feature on SE 
BASIC, Andrew Owen's new ROM 
for the Spectrum and other Z80- 
based machines. And Sir Clive 
Sinclair, through the enduring 
Sinclair Research, has finally 
released a new product. It's not a 
computer, but it's innovative. 

Meanwhile, in the world at large, 
there's a new war going on, 
employing all the latest new 
technology and terminology in the 
fight against the new terrorist 
threat. 'Liberation' is the new 
word for invasion. 'Civilian 
casualties' is the new term for 
innocent blood on our hands. It 
appears that the war is going 
more slowly than the US and UK 
planners had predicted; this is 
largely, it seems, due to unantici- 
pated levels of resistance from the 
Iraqi people. We had hoped they 
would welcome us... 



...And how is that, exactly, when 
we're killing their loved ones, be 
they 'civilian casualties' or just 
regular soldiers doing the job 
they've been told to? 

The war and its weapons might be 
new, but the cycle of violence is 
centuries old and just refuses to 
die. The mounting anger of the 
Iraqi people and their neighbours 
is no new insight into human 
behaviour; neither is the naivety of 
the leaders who thought that 
better targeted bombs would win 
over 'hearts and minds.' And it's 
also nothing new that we, the 
human race, are astonishingly 
good at realising the benefits of 
the three main sciences and 
casting aside everything that the 
fourth - psychology - has known 
for decades when it doesn't suit 
our purposes. 

The military outcome of the 
current war seems inevitable, 
since I think it's safe to say that no- 
one is going to back down after 
coming this far. It's stated 
purpose, however, was to make 
the world a safer place and that 
outcome seems much less likely. 
Terrorism begins in anger, and 
there are now more angry, angrier 
people than there were before it 
started. It's not rocket science; it 
really is that simple. 

What's not simple, of course, is 
what we actually do do if we 
reject war as the solution. 



Following the terrible events of 1 1 
September Steve Hein of The EQ 

Institute (http://eqi.org) wrote: 

"if we were to go to the villages 
where they ore celebrating the 
recent events and give people a 
chance to talk to us for one week , 
wtfhmyf judging them or invalidat- 
ing them, they would no ldn§er 
feel a desire to celebrate death. 
They would feel understood. [...] 
Threatening to punish people 
creates feelings of fear and 
defensiveness. It will not create 
empathy. This is such a simple 
principle of human nature. But it 
seems that it is one which was 
never taught to our world leaders.' 

Would this be a better way of 
trying to resolve our conflict? I 
doubt that, by itself, it would 
represent a solution; it would only 
be a start. But returning to the 
age-old tactic of fighting fire*Wfh 
fire is not even a single step in the 
right direction. This is not about 
political orienfction, it's about 
recognising a flawed idea as 
being a flawed idea. It will not 
work, and when are we going to 
realise thi| 



I love tec^^^^^^W and new - 
but I don'I^^^^^BIent imagine 
that any oN^^Wsents any 
genuine move forward in the 
development of the human race. 
For the most part, it just helps us to 
do the stuff we did before more 
easily. The Internet offers us the 
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But fear not - there are other 
freeware programs that you can 
use to convert your real tapes into 
virtual cassette files (such as 
MakeTZX by Ramsoft, the team 
behind the RealSpectrum 
emulator). And if making an 
exact copy of your tape isn't an 
issue - if you simply want to 
preserve a copy of a program 
you wrote - you can always try 
loading it into an emulator that 
accepts external audio and then 
save it back out into a new tape 
or snapshot file: I use Spectacula- 
tor for this, which works - and 
works superbly well - where just 
about everything else fails on my 
hardware. Spectaculator version 
5 will also play out tape files to 
your real Spectrum, just like Taper. 

Needless to say, all of the 
programs discussed can be found 
at WoS. point your browser to 

www.worldofspectrum.org/utilities. 

html for a complete list of these 
and others. 

Next issue: hardware. 



Interlacing 

A few discussion threads recently prompted me to find 
out about this apparently marvellous graphics 
technique. Here's a short summary. 




A Spectrum screenshot? Yes! This, 
a graphics demo by Blacker 
(presented at Forever Quattro in 

March) is perhaps the best 
example I've seen so far of colour 
interlacing I've seen so far. This is 
kind of the visual equivalent of 
the way 48K Spectrum program- 
mers used to get around the 
beeper restriction of only one 
sound at a time by quickly 
switching between different notes 
to make it sound as though two 
were playing together (albeit 
with a bad case of the hiccups). 
Instead of notes, read colour. By 
switching very quickly between, 
say, red and yellow, a passable 
orange will appear. 



it's a fancy effect, but of limited 
practical use in games. By 
combining two colours you're 
effectively halving the frequency 
of the screen refresh in that area, 
which means there can be quite 
a lot of rather distracting flicker. 
The method is also very memory 
and CPU hungry, particularly if 
you're covering a large area, 
leaving you with few resources to 
deal with rather important things 
like sprite animation. But it can be 
used to good effect: Mogiclond 
Dizzy used it for the small flames 
on wall torches - and flames, of 
course, are supposed to flicker... 

Downloaded Blocker's demo from 
www.zxdemo.org/party.php?id=38 
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new 



WDU • CSS FAQ • MICRODRIVE PRESERVATION • DEMOTOPIA • 
YASPIC • MICRO MART COMPETITION • SPECTACULATOR 5 • 



New Sinclair Product 

Not the proposed 7X2000' that we 
all read about a few years back, 
our hearts skipping a beat as we 
did so. Nope. Instead Sinclair's 
latest offering, alongside his 
miniature radios XI (world's 
smallest FM radio) and Z1 (world's 
smallest AM radio), is a new 
wheelchair accessory designed to 
take the pain out of slopes for the 
carers who get to do the pushing. 
Yes, the Wheelchair Drive Unit 
(WDU) is what that cryptic "watch 
this space" message added to the 
Sinclair Research website 
(www.sinclair-research.co.uk) a 
few weeks ago was all about. The 
tease. 

Priced at £299 and the result of a 
five-year £500,000 develop-ment 
programme, the WDU is "designed 
to provide electrically powered 
‘pushing assistance' for most 
common domestic types of 
folding and rigid attendant 
propelled wheelchairs" and is 
"targeted as a radical departure 
in the provision of wheelchair 
facilities for the disabled." 



Websites remade 

The review of the comp.sys.sinclair 

FAQ reported on last issue is now 
complete, and a brand new 
version of what was already an 
immensely comprehensive 
resource has now been published 
at www.sinclairfaq.com. 

Courtesy of the CSS FAQ Mainte- 
nance group, this is a very 
significant and extremely 
professional update which 
incorporates most of the old (and 
still relevant) information alongside 
new content that informs on the 
many recent developments across 
the Sinclair scene, such as the 
new generation of emulators and 
alternative ROMs. Aiming to 
become "the accepted reference 
point for virtually any topic related 
to the use or emulation of many 
products produced by Sinclair 
Research, and several others, 
during the 1980s", the FAQ is 
subdivided into the five main 
areas of Documents, Essential sites 
(to my immense pleasure, this 
category includes the ZXF 
website). Emulators, Links and 
Resources. The site also now 
includes a new help area. 

The new FAQ is due to be 
updated on a regular basis and 



there will also soon be made 
available off-line versions, 
including a PDF version currently 
under construction. And if you 
have any feedback to offer on 
the new design, the group are 
eager to read any comments you 
might have: just post them to 
cssfaq@sinclairfaq.com. 

Meanwhile, two other well- 
established Spectrum sites have 
also had makeovers, namely 
Matthew Westcot's Demotopia 
(www.zxdemo.org) - the place on 
the net for all those amazing 
Spectrum demos - and icabod's 
www.raww.org Spectrum 
demoscene and news website. 
They both look very glossy indeed. 
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example, a veteran of the 
Spectrum Utilities scene by 
Richard Jordan), you can take 
any Snapshot file and seek out 
the sprites within, edit them, then 
substitute them back into the 
game. 

Music 

The Spectrum beeper was so 
famously bad that many seem to 
recall it is a feature of all 
Spectrums, rather than just the 
original Spectrum and the 
Spectrum plus. Of course with the 
Spectrum 128 came our very own 
three Channel AY chip and with it 
a whole new level of musical 
possibilities was added to the 
Spectrum scene. To listen to an 
AY tune you would ordinarily, of 
course, have to load up the 
game it was part of onto your 
emulator or real Spectrum. Now, 
however, you can listen to it 
independently using any number 
of AY players. AY-3-89 10/ 12 
Emulator is particularly powerful 
because it not only allows you to 
play a ready made AY files (you 
can download these, incidentally, 
from WoS), but also to rip them 
from snapshot or tape files 
yourself. It's not just Spectrum 
games that contain AY music, by 




Below: The Spectrum Graphics Editor roots out Sabrewulf graphics 
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Yet more graphics 



Jamie Tejedor Gomez, better 
known to us all as Metalbrain, just 
keeps churning out the SevenuP 
updates. The latest versions have 
added in sprite support now, as I 
believe was the original intention. 
(Sprite - Seven Up... get it?) 
www.speccy.org/metalbrain/ 

Meanwhile, Derek Jolly (author of 
the raunchy Top Shelf Challenge 
range of CSSCGC titles and a 
letter last issue referring to his 
online tutorial on creating 
Spectrum SCREEN$ with 
bmp2spec and the GIMP) has 
created his own graphics app. 
"Not another Spectrum Picture 
Converter!" I hear you cry. Yes 
indeed, and this one is particularly 
easy to use. Specialising in 
generating highly effective black 
and white dithers (which you can 
then colour), YASPIC (Yet another 
Spectrum Image Convertor) 
proves conclusively there's always 
an unfilled gap to be found. It's 
blimmin' superb, and it lives at 
rivet.50megs.com/speccy.html 

Keen to plug his new baby, Derek 
complied a .TAP file of pictures 
taken of a recent css meet in 
London. Feast your eyes on the 
results... 
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SPECTRUM +3 SOFTWARE AND 
SPARES 







HARDWARE: 

3 inch 180K disc drive for +3. Reconditioned with 3 months warranty 
£10 each. These drives can be supplied with cream coloured facias in 
place of the black facias if wanted -- just ask. 

Belts for the 3 inch drive £1 each. New. Loads available. (Just send a 
S.A.E. with order to cover postage -- correct for up to 20 belts). 

Monitor lead to convert +3, +2 and +2A to use an Amstrad CTM644 
colour monitor. £4 each. 

3 INCH DISCS: 

3 inch Blank discs: Second-hand good quality Amsoft or Maxell only 
supplied. All have been reformatted, verfied and relabelled. 80 pence 
each or £7-50 for ten. Larger quantities available 100 for £65, 1000 for 

£450. 

Sometimes available new 3 inch discs at £1 each, please ask. 

JOHN RP KING 

26, GUYSFIELD DRIVE, SOUTH HORNCHURCH, RAINHAM, ESSEX. 

RMI3 7AJ 

TEL: 01708 630477 john@pcwking.freeserve.co.uk 

www. pcwki n g . f reeserve. co.uk 
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SOS zx 



New retro Software house 



Hi there - 1 just picked up a boxed 
Spectrum for only £99 on ebay: 
the last time the seller used it (that 
glorious summer of 1990) it was 
working fine - imagine my surprise 
and disappointment when I 
plugged it in and got a screen 
that looks like my car number 
plate after a 70mph stretch up the 
M3. Anyone got any ideas on 
how to fix these things? By the 
way - I'm certain it's not the 
keyboard membrane because I 
looked through the edge- 
connector gap in the back with 
my bendy supervision and this 
appears to be in absolutely MINT 
condition! 

Those poor unfortunate souls, 
those victims of the casual browse 
through the vintage hardware 
section, caught, hooked and 
conned by an @ - enhanced 
listing, might finally have a saviour. 
Known to WoS Forums only as GP, 
one Spectrum enthusiast has resol- 
ved to set up a new repair service. 
It's not yet ready, but there's a 
web page up already and by the 
looks of things retro.spect is 
already taking enquiries. 
http://homepage.ntlworld.com/retr 
o.spectl/ 



It's all rather exciting. Cronosoft 
(www.cronosoft.co.uk) is a new 

software publisher of new games 
for old platforms. 



Here's how the costs breakdown: 
FOR A £1.99 TITLE: 

Duplication of tapes, plus colour 
inlays and advertising £0.99 



Cronosoft has been set up by 
Simon Ullyatt, webmaster of 

www.retrogamez.co.uk, and has 

already released a revamped 
version of Jonathan Cauldwell's 
Egghead 3 (see load). Here's how 
the original webpage at 

http://homepage.ntlworld.com/si 
mon.ullyatt/page23.html de- 
scribed how the system will work: 

Have you written a game for an old 
computer? Would you like to see it 
published? But ... you've missed the 
boat by 20 years? 

Well... help is at hand! This is our 
plan... 

We'll take your game, evaluate it, 
duplicate it, print inlays for it, and sell 
it for you. 

For every copy we sell, we will pay 
you a royalty based on a percentage 
of the final sale price. 

We'll advertise the game on our 
website, and we'll sell it via EBAY 
auctions too. 

We intend to sell all of our games for 
between £1.99 and £2.99 GBP each 



Royalty for each unit sold at 25% = 

50 pence to the game author 

Profit for us at 25% = 50 pence to the 
software house 

If we sell at a higher price, then the 
royalties are higher. YOU WILL GET 
25% OF THE SALE PRICE - 
GUARANTEED! 

Of course - you're not gonna get rich, 
and neither are we, but you will get 
the fame of being part of gaming 
history! 

We'll only be doing short runs - 50 or 
100 of each title to begin with, but we 
can get more done if sales prove 
popular. 



Cronos are looking for software for 
the following formats: 



-SPECTRUM 

- VIC 20 

-ORIC -1 /ATMOS 

- TANDY COLOR 

- BBC/ELECTRON 

- COM'DORE 16 



-ZX81 

-C64 

- DRAGON 32 

- AMSTRAD CPC 

- TEXAS TI-99 
-SHARP MZ 



If you have a game you'd like to 
sell, you can contact Simon at 

chaosmongers@yahoo.com. 
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SE Basic 0.83c Summary 



Breaks LIST and LUST support in the 128 Editor. A 
patch will eventually be made available but until then you 
should continue to use version 0.80a. 

Breaks SCREENS (n,n) support in the SE Basic 
Compiler. This will be resolved by changing the ROM 
rather than patching the editor, as soon as I work out 
what's happening in the compiler runtime. If this causes 
you problems you should continue to use version 0.80a. 



* Almost all the bugs are fixed. 

* The machine resets much faster. 

* 128-style copyright message. 

* New 6x8 font for use in 32, 42, 64 and 85 column 
modes. 

* The FREE MEMORY routine is relocated. Call it with: 

PRINT 65536 - USR 95 . 

* The NMI button calls a default Break routine or you can 
assign your own routine by poking the address into 
NMIADD. 

* Keywords are now ANSI compatible. 

* Simplified the keyboard. All the symbols are now 
available via symbol-shift and the normal key for that 
symbol. The copyright character is on the T key which 
does not normally have a symbol. 

* Added a tokenizer and removed 'K' mode. All keywords 

must be typed in full but macros are available for the 
most common ones. Commands and functions can be 
entered in upper, lower, or mixed case. 

* Hid EXTEND mode. Normally has no function but can 
still be used to get in-line control codes and macros. 



* Added macros to certain number keys with 

EXTEND+SYMBOL SHIFT: 

6 - RUN [ENTER] 

7 - SAVE "" [<-] 

9 - LOAD "" [ENTER] 

0 - CLS 56 [ENTER] 

* Replaced the letter cursors with block colour cursors as 
follows: 

'L' - Blue 
*C' - Yellow 
'G' - Green 
' ? ' - Red 

* Changed the error cursor to behave like the 128. If you 
enter a line with incorrect syntax, the machine beeps, 
the cursor goes red and jumps to where it thinks the 
error is. 

* Extended the valid line range to 1-16383. 

* Cursors can move up and down as well as left and 
right in an edit line. 

* Since the 'STOP' token is removed from the keyboard, 
pressing cursor down during an INPUT A or INPUT A$ 
command will produce the token. It will still Break into 
the program as normal during an INPUT LINE A$ 
command. 

* Changed the error messages and the way they are 
output. Whereas before you might have got the error: 

R Tape loading error, 10:1 

Now you would get: 

Loading error 10:1 

* Prevented the keys V-Z from producing tokens in 'G' 
mode. 

* Inverted the cursor so it shows up in 512x192 mode on 
Timex machines. 
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IDS A Visits WoS 




Oh, the irony. The World of 
Spectrum website, perhaps the 
only online retro software archive 
to take software piracy seriously, 
has received a letter from the 
Interactive Digital Software 
Association (IDSA). WoS 
maintained Martijn van der Heide, 
has spent the past few years 
actively seeking distribution 
permission for archived titles (as 
opposed to the "if any of this 
belongs to you and you don't 
want it here, email me" line at the 
bottom of the screen), contacting 
a seemingly endless list of 
publishers and authors, each of 
whom has been painstakingly 
tracked down through solid, 
determined Internet detective 
work (the problem is that many of 
the old Spectrum software houses 
either no longer exist or were 
acquired by other software houses 
who were then acquired by other 
software houses); all of this 
correspondence is published at 
WoS; in the few cases where 
distribution has been denied, the 
titles have been removed without 
question. And Martijn is quite 
outspoken on these issues: "Can 
we blame the copyright holders 
for their actions?" he asks, "I dare 
to say no!" 

But all of this, it appears, is of no 
consequence. Either the IDSA 
didn't read any of it or it was 
simply deemed irrelevant. 
Unfortunately there's no real 
reason to suppose any of it makes 
one iota of difference to them, 
since their views on emulation and 



software distribution are quite 
clear; it's not legal, end of story. 
Well actually, in the case of 
Spectrum emulation, at least, it is 
legal, since Amstrad have 
granted distribution permission of 
the Spectrum ROMs, as for the 
software titles, however - 
particularly those where distribu- 
tion permission has not yet been 
obtained (but neither denied) - 
it's a different matter entirely. 

The IDSA was set up in 1998 to 
protect its members intellectual 
property through the enforce- 
ment of copyright laws and has 
since been successful in shutting 
down a number of retro-software 
sites. Will WoS go the same way? 
We are still waiting to hear what 
their response to Martijn's reply will 
be. 

The IDSA's letter has caused 
something of a stir, and you can 
read reports on it at; 

http;//slashdot.org/article.pl?sid=0 

3/02/28/0747252&mode=thread&t 

id=133 

and at; 

http://www.theregister.co.uk/cont 

ent/4/29646.html 

Meanwhile, if you haven't yet 
read either of the letters, here 
they are. See what you think 
(and check out wibble to see 
what others are saying). 



From: dmca@idsa. com.no .junk. mail 
To: abuse@xxxxxxxxx 

Subject: Berne Convention - Demand 
for Immediate Take Down - Notice of 
Infringing Activity - Reference#: 
922932 

Date: 14 February, 2003 5:23 PM 



Dear abuse@xxxxxxxxxx, 

I am an authorized representative of 
the Interactive Digital Software 
Association ("IDSA"), which represents 
the intellectual property interests of 
almost thirty companies that publish 
interactive games for video game 
consoles, personal computers, 
handheld devices and the Internet. 

IDSA is providing this letter of 
notification to make xxxxxxxxxx aware 
of material available via its network or 
system that infringes the exclusive 
copyright and trademark rights of one 
or more IDSA members. This notice is 
addressed to you as an agent of 
xxxxxxxxxx for purposes of receiving 
notifications of claimed infringement. 
We hereby affirm that the IDSA is 
authorized to act on behalf of the IDSA 
members whose exclusive copyright 
rights we believe to be infringed as 
described herein. 

Based on the information obtained by 
IDSA that is provided in this e-mail's 
attachments, IDSA has a good faith 
belief that the Internet site found at 
http://www.worldofspectrum.org/ 
infringes the rights of one or more 
IDSA members by offering for 
download one or more unauthorized 
copies of one or more game products 
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via the ROM though, since the display 
is different and the I/O ports are 
completely different. I think maybe I 
should clarify the position on when this 
is going to happen a bit: SE Basic is 
Open Source, so if someone wants to 
do the necessary work, I'll be happy to 
incorporate it into the official 
distribution, but I do not have the 
necessary time or resources to do the 
conversion myself. 

So getting SE BASIC to work with 
other Z80 machines will require 
some modifications for each machine 
used - the end result being a common 
platform across machines which can 
run any SE BASIC program. Is that 
right? I'm guessing the obstacles to 
this to be the different ways in which 
the various machines - as you say - 
handle graphics, etc. 

Yes, a common platform. That's the 
idea. 

What about the Timex machines - I 
know nothing about these, by the 
way - is the same version of SE 
BASIC used on these as the 
Spectrum? For example, is the code 
you mention that supports extended 
video modes in the Timex machines 
'dormant' when SE BASIC is used 
with a Spectrum or are there two 
different versions of SE BASIC, each 



customised according to the 'host' 
machine? 

The Timex machines have extra video 
modes. The same version of SE Basic 
is used. The code for the extra video 
modes is about things like making the 
cursor show up properly in 512x192 
mode, having a 6-pixel wide font to 
support 80 column text in this mode 
(although via a software extension, not 
in the ROM owing to space 
constraints), and setting the default 
video mode and sideways RAM banks 
on start-up. 

And now a bit about you - what 
drove you to create SE BASIC? 

Well, I got back into Spectmms in 
1996 and started programming a font 
editor (which I've now lost the source 
to). I didn't know any machine code 
back then so I wrote it in Basic and 
compiled it with HiSoft Basic compiler 
The thing is, the compiler doesn't 
support LOAD or SAVE commands, 
and due to the way the program was 
organised it would have been very 
tricky to drop in and out of BASIC to 
LOAD and SAVE, so I had to learn 
enough machine code and enough 
about the Spectmm ROM to write a 
LOAD and SAVE routine (which I do 
still have the source for). Anyway, I 
got a regular internet connection in 



1998 and discovered that people had 
been writing custom ROMs for the 
Spectmm since 1985, and that the 
original was u nf i ni shed and had quite a 
few bugs in it. The thing I noticed with 
the ROMs available then is that none 
of them fixed *all* the bugs, so I set 
about writing a ROM that fixed them 
all. That was the Spectmm +4 48K 
ROM (the first home brew ROM to be 
supported as standard by MESS by the 
way). Of course it turned out that there 
were lots of bugs I didn't even know 
about at the time, so the job was really 
only half done. Then I got the idea of 
debugging the 128 editor as well. I 
spent a long time on that project but 
finally abandoned it as being 
impossible - there just isn't enough 
spare room in the 128 editor ROM to 
fix all the bugs. It's possible on the +3 
because the editor is split across two 
ROMs, but there is very little 
documentation available for either and 
by then I'd had enough. However, in 
the course of my research I discovered 
what all those letters are at the end of 
the 128 ROM (the initials of the 
programmers - I even know all their 
names now), and that you don't actually 
need to use the 128 version of 48 Basic 
in a 128K machine if you change three 
bytes in the editor (I've done this on 
my ZX Spectmm SE for compatibility). 











ZXF04: 14 



neu| 



Another Super Spectrum? 



I'm a hard old bugger to please. 
Much as I like the idea of a 
Spectrum hard disk, the aesthetics 
just put me right off it. A whop- 
ping great hard disk plugged into 
my slim-line Spectrum (and let's 
not forget the PC Power supply it's 
going to need) just simply isn't my 
idea of Sinclair. I want a mass 
storage device inside my 
Spectrum. 

Impossible? Not if you think 
Compact Flash Card technology 
instead of hard disk. With up to 
128Mb of storage capacity, that 
will more than serve. And Roelof 
Koning from Holland has gone and 
designed just such a system. 

Such matters are generally well 
over my head, so across the page 
you'll find Roelof's own description 
of his system. He also told me: 

"You can see there really is 
nothing in it (but a lot of thought!). 
Instead of using a male 
connector , / choose wires that 
fitted nicely in the female 
connector of the CF Card. So 
soldering was just on the other 
end, but still a brainsurgeon's job." 

I really need to learn how to 
solder... 
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typed in full. But there are macros for 
some of the really common lines like 
LOAD ""[ENTER]. You can cursor up 
and down in an edit line. If you type a 
syntax error the cursor will jump to the 
error (with better accuracy than 128 
Basic). Although EXTEND mode is 
removed, you can still add control 
codes to a line in the normal way. The 
new character set is much more restful 
on the eyes (it's even readable at lx 
magnification on a 1024x768 display), 
and it has the advantage of being able 
to be used in a 42 column mode with 
one of the utilities supplied. Also the 
range of acceptable line numbers has 
been increased to 1-16383. And there 
will be an SE Basic compiler supplied 
with the package. 

Third, all the bugs are fixed. And I 
mean *all* the bugs. At present the 
only other ROM which addresses these 
bugs is Geoff Wearmouth's Sea Change 
ROM, and while it's a great bit of 
work, it's also 100% incompatible with 
90% of commercial Spectmm software. 

Fourth, if you have a Timex (or 
emulator) you'll will find improved 
support for the extended video modes 
offered by these machines. 

Fifth, the E is SE Basic stands for 
Extended and the functionality of the 
BASIC really is greatly enhanced over 



the original. There are too many 
features to list, but it is useful when 
addressing criticism from the C64 camp 
that no-body is updating the Spectmm 
BASIC these days. :) 

Now a bit of hardware. SE BASIC 
works fine with a Spectrum emulator 
in 48k mode (eg, SPIN). 

Actually you can use it in 128 mode 
and +3 mode as well. In both cases a 
few minor patches are required to the 
editor, or you can just set SE Basic to 
be ROM 0 (although it doesn't support 
+3 DOS (yet)). 

Would it be correct for me to assume 
that I could similarly blow the ROM 
onto an EPROM and exchange it for 
the ROM chip in a standard 
Spectrum 48k? 

Yes. In fact unlike many custom ROMs 
it works on 16K machines as well. And 
of course you can use it on 128 and +3 
hardware as described above. 

Would there be any peripheral 
compatibility issues (eg, the ZX 
Printer, the Interface One - in 
particular, how SE BASIC sits with 
the shadow ROM - and third party 
add ons, such as the Disciple)? 

SE Basic is designed for maximum 
compatiblity. All the code to do LLIST 
and LPRINT to a ZX Printer is still 



there. I have removed the COPY code 
because frankly there are better ways to 
make a hard copy of a Spectmm screen 
than in black and white on thermal 
paper these days. As for the Interface 
One, all the cmcial entry points are 
maintained in SE Basic, so yes, you 
can still use your Interface One. SE 
Basic is also compatible with the new 
ZXATASP IDE interface which uses 
Garry Lancaster's ResiDOS. In fact 
Garry was the first to test SE Basic on 
genuine hardware. :) 

What about other Spectrum models 
(and, indeed, other Z80 machines)? 
How can SE BASIC be used with 
machines expecting a 32k or 64k 
ROM (ie, the 128/+2 and +3/+2A 
respectively)? 

Oops, already answered that (sort of). 
Here's the long answer: 

1) SE Basic supports 16K machines 
too! 

2) On a 128K/Grey +2 you have 
several options: 

a) Put SE Basic in ROM 0 and any 
other ROM in ROM 1 (could be the 
original BASIC for nostalgia's sake, 
or your favourite IF2 game, or a 
disassembler, whatever you want). 

b) Put the original Spectmm BASIC 
in ROM 0 and SE Basic in ROM 1. 
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Emulator news 



vbSpec 

Chris Cowley's 100 per cent 
Visual Basic Spectrum emulator 
hit version 1 .70 in January, 
adding .TAP saving as well as 
loading, binary file writing and 
better mouse support. For those 
of you who have tried vbSpec 
out previously and become a bit 
irritated by the cracks and pops 
in its sound, this has now been 
fixed too (in version 1.61, in fact). 

vbSpec is one of the few 
emulators to support the Timex 
TC2048 variant of the Spectrum, 
for which finding software online 
is quite difficult. There are, 
however, a couple of demos to 
download from the vbSpec site 
(written by Chris and Andrew 
Owen) and now, courtesy of 
Alvin, you can also get hold of a 
copy of MSCRIPT 1.0, a popular 
word processing package for the 
TS2068, but which also seems to 
work with the TC2048. Go to 
http://justme895.tripod.com/main 
.htm 

ZX-Emul 

ZX-Emul, reported on briefly last 
issue, is now up to version 0.16. 
Author Vladimir Yudin has clearly 
been very busy as a great deal 
has been added in to this, 
including TR-DOS, support for 
Pentagon memory extension 
models (256k, 512k and 1024k), 
partial TZX support and multicol- 
our effects. This appears primarily 
to be an emulator for machine 
code gurus with high priority 
given to debugging facilities. All 



quite meaningless to me, of 
course, but it looks jolly 
impressive, so I'm sure it is. 

http://lion1 7home.narod.ru/ 

Spectaculator 

Jonathan Needle's superb 
emulator has had a massive 
update: version 4.0 is a serious 
contender in my mind for the 
most comprehensive windows 
Spectrum emulator about, 
challenged only by my other 
favourite, SPIN. This program has 
been developed at an astonish- 
ing pace over the last year. 

The list of new features is very 
large indeed, and I'll start with 
perhaps the most inconsequential 
for most, but I fancy I played a 
role in bringing this option to 
Spectaculator through a post in 
WoS forums a while back and I 
think it's just fantastic. We're 
talking black and white TV 
emulation here, and boy does 
this mode bring back some 
memories! Stuck as I was back in 
the eighties and early nineties 
with a black and white portable 
telly (even my SAM Coupe had to 
make do with this), most of my 
Spectrum memories are in black, 
white and 13 shades of grey. I 
can't tell you how chuffed I was 
to run this mode. Sad, but there 
we have it. 

On to more substantial matters. 
Spectaculator now supports the 
+2A, bringing it one step closer to 
the full range of Spectrums. 
Althoug there is no built-in support 
for SE BASIC (as with vbSpec and 



SPIN), you can now use external 
ROM files (Spectaculator still uses 
embedded ROMs, rather than 
referencing external files, but you 
now have the option of overriding 
these and using externals instead) 
so you can easily drop the latest 
version straight in for 16K/48K 
mode (or a patched 128K ROM - 
see this issue's SE BASIC feature for 
more information). Or, for that 
matter, you could could use other 
ROM files such as the Interface 2 
ROM cartridges, Geoff Wear- 
mouth's Sea Change ROM or the 
original Investronica 128KROM. 

Support for the ZX Printer has been 
added, in much the same fashion 
as for vbSpec and SPIN. There is 
also now support for the .RZX input 
recording format, so a game 
recorded using this on SPIN or 
RealSpectrum should now play 
back on Spectaculator. A 
previous patch for version 3.1 that 
enabled .SCR file access has been 
incorporated too, making these 
files accessible via the usual 
File>Open option. And there is 
now support for the AMX and 
Kempston mouse. 

Spectaculator 4.0 will now accept 
external audio for tape loading, 
and perhaps my nicest surprise 
was that this actually works on my 
machine. My cheap and nasty 
built-in sound card had been 
sneered at so many times that I 
didn't even bother to try this 
feature until quite recently. I was, 
quite frankly, gobsmacked when a 
128K program I wrote years ago 
and which I have been trying 
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SE BASIC running in SPIN 0.4: 



checker - on the +3/+2A). You 
will need a program such as 
SmartIPS to apply the patch; 
programmes for most platforms 
are linked to from the SE BASIC 
website. 

Secondly, if this still sounds like far 
too much, special versions of SE 
BASIC have been released for 
the emulators SPIN and vbSpec, 
both of which now have a 'Use 
SE BASIC' option which, once 
selected, will patch in SE BASIC 
whichever model of Spectrum 
you emulate. Now this really is 
very simple. 

Despite all this talk of 128K 
machines, however, SE BASIC is 
just great fun to play around with 
on a good old 48K Spectrum 
(quite apart from anything else 
it's simply so much easier 
entering a program letter by 
letter and not having to hunt 
around the keyboard for all the 
commands and functions). I 
mentioned earlier that it can be 
blown onto an EPROM and 
substituted in for the original 
ROM on a real Spectrum: simple 
though this procedure sounds in 
principle, if - like me - you've the 
soldering skills of a drunk 
elephant, this is no easy task (first 



you would need to 'de-solder' 
the original ROM in order to 
remove it, next you would have 
to solder in the EPROM socket; of 
course once this has been done, 
further replacements would be 
simple) - and, of course, you 
need access to an EPROM 
blower. Andrew has, therefore, 



point, click and you're away 



released version 0.80a as a .TAP 
file also, which loads SE BASIC 
into the top 16K of RAM on your 
Spectrum, instantly turning it into 
an SE BASIC machine (by the 
way, in case you don't know 
how to do this, I use the DOS 
program Taper for loading tape 
files into my Spectrum; I connect 







ZXF04: 18 



n e w ■ 



CSSCGC2002 result; CSSCGC2003 kicks off; CC50 is 20 years old 



The comp.sys.sinclair Crap Games 
Competition 2002 closed its doors 
on new entries at the end of 
February and the wait for Paul 
Equinox Collins (the host formerly 
known as Equinox Tetrachloride) to 
announce the winner is finally 
over. 

Denouncing the 21 entries as 



"mildly poor to just plain awful" and 
judging according to "standard 
criteria such as colour clash, 
comedy value, and technical 
incompetence," Eq has chosen 
Chris Young's Millionaire, Spectrum 
conversion of the popular <cough> 
ITV game show as the 2002 winner. 
Of this title, Eq writes, "Millionaire is 
riddled with so many amateurish 



bugs that I suspect a radical 
compression algorithm has been 
used. Unmusical, unforgiving, and 
basically random in every way, it 
will have you "phoning a friend" in 
tears before you even reach the 
£400 mark". 

Millionaire is a truly appalling 
piece of programming that 




Just it 



• you need to be told, this is not a real advertisement 
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Games on their way. 



Head Over Heels Good news for HOH fans: 
Ocean's 1987 isometric classic is being 
converted for the PC by Jorge Rodriguez and 
the graphics are simply stunning. A beta 
download of the game is already available 
(version 0.66) from Jorge's site at 
http://usuarios.lycos.es/hoh2/uk/ as well as the 
original versions of the games in all the formats 
on which it was originally released, from the 
Spectrum to the Amiga. 





La Abadia del Crimen is regarded by many Spanish Spectrum 
enthusiasts as the greatest Spectrum game of all time. Since 
many of us UK users have never heard of it, this little classic 
has gone largely unnoticed over here. Until now. Arising 
mostly out of a WoS Forums discussion thread, an English 
language remake. The Abbey of Crime, is now in progress. 

You can see just by looking at the screen shots how this game 
gained its reputation. But Abbey has an atmosphere and 
artistry to it that goes beyond skilled graphics alone. On 
loading you are confronted with a number of pages of text 
which have all now been lovingly translated: 

As / now approach the end of this life of sin, I await my abandon- 
ment into the bottomless pit of silence and depravity. With my 
heavy, ailing flesh confined here in this cell in the holy monastery of 
Melk, I prepare to inscribe on this parchment my testimony of the 
astounding and abominable events that I witnessed in my youth... 

http://eddie- 

duffy.pwp.blueyonder.co.uk/speccy/AbbeyOfCrime(WorklnProgress).1zx 
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Spectrum through the the Micro Mart final 



It's been a busy few months. In 
between putting together the 
current issue of ZXF and the new 
website there's also been the 
Micro Mart home computer 'World 
Cup' competition. Way back in 
November 2002, Retro Computer 
Mart columnist Shaun Bebbington 
announced the weekly maga- 
zine's desire to host a contest to 
find the best home computer of 
all time. Let the flame wars begin. 
As reported last issue, the 
Spectrum got through the first 
round (16 computers were 
selected for the competition), 
beating there the Oric Atmos by 
an uncomfortably small margin. 
Since then it has beaten the 
Commodore VIC 20 and the 
Amstrad CPC (which itself took out 
the Commodore 64 in a shock 
second round result) to get 
through to the final against the 
Commodore Amiga. 

It's going to be a tough final, then. 
Not only is the Amiga a vastly 
superior computer to the 
Spectrum in terms of its technical 
abilities, it's also much loved 
amongst the Spectrum 
community, having served many 
Spectrum users as an upgrade 
back at the end of the eighties, 
and loyalties are therefore likely to 
be split. 



In all, it's been a fun 
competition, but there have 
been a few angry outbursts on 
the newsgroups by a number of 
users who believe that the 
nature of the contest runs 
contrary to the spirit of mutual 
support required by the retro 
community. In some respects 
that's a fair point, I suppose, but 
rivalry was part of what the 
eight bit scene was all about in 
the eighties and, as long as we 
all know none of the competi- 
tion is serious I can't quite see 
why it should provoke such 
hostility (ironic that these were 
genuinely hostile responses to a 
genuinely non-hostile 
competition). As Epictetus 
taught, man is not disturbed by 
events , but by the views he 
takes of them. Speaking 
personally I can only say that 
I've learnt a lot about the other 
formats over the past few 
months and my hope is that the 
contest has encouraged at least 
a few to take a second look at 
the retro scene. 

Whatever the final result, it's 
great that the Spectrum came 
so far, and only a shame that 
we didn't get to meet the C64 in 
the semi-finals! 




? 
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Rash Beer 



Format: ZX Spectrum 
Publisher: Weird Science Software 

Price: £2.99 for all three games; the first can be downloaded for Free 
Goto: http://www.c-system.hu/edy/wss/flb/index.html 




What is it with wives and beer? 
When they find our secret stash 
of golden happiness, are they 
content merely to empty the 
bottles down the drain? Do they 
simply be rid of those precious 
bottles of momentary happiness 
and be done with it at that? 

Are they able to draw a line 
between run-of-the-mill 
vindictiveness and downright 
murderous sadism? 

Not the wife of our hapless, 
hopeless hero in Flash Beer, it 
appears, who seems intent on 
bringing about the swift and 
messy demise of her downtrod- 
den spouse through an 
arrangement of rocks and 
purple guards between him and 
his next jar of joy. Does Mr Flash 
Beer man sigh stoically and 
choose a pint - and life - at his 
local, rather than embark on this 
journey of certain suicide? Oh 



no. Does he demand of his wife 
just where the money came from 
to pay all those guards' salaries? 
Not a bit of it. Off he goes like a 
dog on a leash, and if - by some 
miracle - he makes it through the 
first of the 44 rooms in his 
oversized house, off he'll trot into 
the next one too. 

Flash Beer is hard, people. Just 
getting through the first screen is 
an accomplishment. And, believe 
it or not this is only one third of 
the problem, parts two and three 
of the trilogy adding an extra 57 



rooms to stagger through in a 
blind, drunken stupor. 

But - just like the pitiful husband - 
you simply can't stop trying. In 
Flash Beer (a remake of the C64 
Boulderdash clone Flasch Bier), 
Hungarian coders Weird Science 
Software have come up with a 
highly addictive new addition to 
the Spectrum fan's library. The 
first part is free and WSS need 50 
orders before a batch of casse- 
ttes can be made, but if you 
order now and it takes a year 
you'll have plenty to do until then. 
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What are gou going on 

Send your letters to zxf@cwoodcock.co.uk, with 'wibble' in the subject line. 



Not many letters to print this issue - fair enough - so this time we look at some of your opinions 
expressed online as 2003 gets its feet firmly under the table, including your responses to the 
IDSA attack on WoS, the new software house Cronosoft and an idea of mine for a Spectrum 
re-release... 



I've discovered the existence of 
ZXF about a week ago. I've 
downloaded all three available 
numbers and my opinion is that 
this mag makes me feel as if I'm 
still in the '80, with magazines like 
Crash, Sinclair User and the others 
on the shelves. It's totally different 
from the nostalgic sites I found on 
the web when firstly going around 
the emulator scene. 

Finding News pages on new 
software and hardware is 
something absolutely 
unexpected, and the 
competitions, too. I think I can 
provide something for the next 
CSSCGC, having some very 
crappy basic listings on my tapes 
(if only I can read them into an 
emulator, after 20 dusty years). 

I entered the speccy emulator 
scene about 3 years ago, and 
since then I use XI 28 as my 
preferred emu. I like its spectrum- 
like interface: you feel like you're 
not running on a pc, since you 
can work inside the spectrum 
shell without having to interact 
with dos or windows. 

After reading ZXF, now I continue 
to prefer XI 28 on my old pentium 
133 (lighter than RealSpectrum), 
but I now use Spin on Windows 
200pro laptop (but I cannot run 
the .trd clone demos on it!). 

D'you know if there is an italian 
speccy scene (I live in Rome)? 

Any news about Matthew Smith? 

I can't wait for the issue 4. 

Nando Turco, Rome. 

Regarding the CSSCGC, as you 
may have read in 'new,' the 2003 
competition opened on 1 April 
and this year is being hosted by 
Dave the Lurker. Having tried just 



about every method I could find 
of getting old programs of mine 
off tape and onto a PC, and 
failing every time (Taper, 
MakeTZX, you name it) I was 
stunned and delighted to find 
that Spectaculator's 'Load from 
Audio Source' option (Tools 
menu) works like an absolute 
dream. It worked so well I 
actually fell off my chair. All it 
took was a mono 3.5mm jack 
lead from my tape recorder to 
my PC's Line In. So converting 
your games might be easier than 
you think. 

Matthew Smith, according to the 
recent EDGE Retro special, is now 
on the dole and living in 
Dewsbury. 

As for an Italian scene - can 
anybody help Nando out on this? 

Eggstatic responses 

Here's what some of the first 
Egghead 3 purchasers thought 
(taken for WoS Forums). 

I received mine today as well 
and I'm very impressed with the 
quality of the cover, and the 
game. 

I did have some trouble getting it 
to load, but after a while fiddling 
around with volume levels (forgot 
just how much fun That was!), I 
managed it - although only 1 
side of the cassette will work. 

It's a shame the instructions had 
to go on a seperate sheet and 
not on the cover but that would 
require double sided printing. 

Anyway a great first release 
which I really hope does well. 

martinball 

Congratulations to Jonathan on 
a great game, and Simon on a 



splendid production service (not 
only did you get all of this off the 
ground very quickly, but you 
shipped out the software, 
complete with excellent inlay, in 
mere days after receiving 
payment). Good effort, fellas! 

Derek Glen 

hah! thats so cool! nice job on 
the inlay, i definitely think all titles 
should have 2 or 3 screenshots 
and the cassete scan on the 
page like it is now. the tape inlay 
looks real cool, the style reminds 
me of older spectrum games and 
really gave me some goose 
bumps! like the Sinclair releases. 

the Sinclair zx spectrum label at 
the top makes it look real cool 
too, and your cronos label at the 
bottom looks great too. well 
done! 

Amigo 

I got my copy today. I was 
impressed with the speed of 
turnaround, very fast. Sometimes, 

I buy things on eBay, and wait for 
ever and a day to get my stuff. 

Well packed, arrived quickly. 

I use a +2 mostly, which I got 2nd 
hand, it loaded 1st time. 

I loved the loading screen, and 
the cassette inlay was good 
enough, as already said the 
logos look good, and I agree 
perhaps the instruction insertion 
could be better. Dreadful puns, 
just the way it should be! This is 
very much like the early '82/'83 
releases in this respect though! 

I shall have a 'crack' at playing 
this properly on Saturday, and let 
you know 'eggsactly' how I get 
on. 

thxl 138 
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ZX Mines 2.0 



Format: ZX Spectrum 
Publisher: Compiler Software 
Price: Free 

Goto: http://www.speccy.org/compiler/ 




1*21 

12*1 

111 



satisfy players who are fans of this 
sort of puzzle/platform genre of 
gaming, and myself being a Dizzy 
fan to end all Dizzy fans, ( and 
that's the most modest I'll get :) 

I immensely enjoyed this game. 
Kudos to Jonathan for another 
great game and continuing the 
Egghead series. AMIGO 




ZX Mines 2.0 is the follow-up to ZX 
Mines, also by Compiler Software 
and - in all honesty - not a lot 
different to its successor, at least 
in looks. In fact the difference is 
that the original is written purely 
in BASIC as an entry for Ra- 
dastan's 2003 BASIC Game 
Programming Competition, 
whereas version 2 is written in C 
and ASM to give it a bit more 
punch - or, pressumably, bang. 

ZX Mines is a Spectrum version of 
Minesweeper, and there's not 
much more that can be said for it 
than that. It's extremely 
competent in acheiving this aim, 
mind you. There are three 
different map sizes and support is 
included for joystick control. 
About the only thing it lacks are 
the flags you place when you 
think a square might contain an 



incendiary just waiting to send 
your limbs on separate missions 
and the little yellow emoticon 
that turns from happy face to sad 
face when it does. 

One rather nice touch is that you 
can download the full source 
code of ZX Mines 2.0 to play with, 
and the full 'package' also 
includes both a cassette label 
and an inlay card design. 

If you like Minesweeper, you'll like 
ZX Mines. It's that simple. A job 
well-done indeed. CW 
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IDSA Outcry What you're saying about the email to WoS. 



WOS FORUMS 

Yeah, it does look rather ominous 
on first reading. However, it also 
looks like they've not done their 
research, and that Martijn has 
parried them rather well for now. 
And, as anyone with half a brain 
can hopefully see, this is not some 
dodgy WAREZ site, but one for 
enthusiasts, who want to share 
their memories, ideas and passion 
with each other. Surely even some 
Harvard-educated, sharp-suited 
bloodsucker can see that...? 

</ROSE-COLOURED-GLASSES> 

Ed 

The IDSA seem to have contacted 
lots of sites that I visit about 
removing certain game downloads, 
and from these xperiences, do not 
seem to answer correspondence, 
so it will be interesting to see what 
happens next. 

Personally I think they are being 
ridiculous, running after 20yr old 
games. Ok so publishers want to 
develop the titles on new formats 
like mobile phones, but how is the 
Speccy download gonna seriously 
affect that?? 

LeeT 

Other sites have received similar 
letters so I think it is likely that it is 
the IDSA attempting a general 
crackdown on copyright infringe- 
ment than a specific attack on 
WoS. We shall just have to see 
what their next response is. 

Walrus 

I agree that they do not seem to 
have done their homework but I 
fear that in this case they are not 
going to back down so easily. The 
companies they represent do have 
the rights to 'Donkey Kong' 
'Pacman' and 'Mario' and it wont 
matter to them if the games were 
released over 20 years ago, the 
fact is the charaters were only 



licensed for that particular game 
(and the license must have expired 
by now) and that they still own the 
rights to those characters. 

Adventurer 

COMP. SYS. S 1 NC LA 1 R 

What's particularly funny about this 
is that the games in question (since 
Frogger, for example, never got a 
licenced Speccy conversion as far 
as I know) are probably all in 
themselves illegal copyright- 
infringing clones of arcade titles. It's 
a bit like stealing a car and then 
trying to prosecute someone else 
for stealing it from you. 

Rev. Stuart Campbell 

From the IDSA's point of view it's 
more like someone stole their car, 
someone else stole it, and some 
other person is trying to flog it on 
on their behalf. 

Frodo Morris 

What does surprise me is that, 
despite the IDSA's probable size 
and importance, it seems to be run 
by gibbons. Can't they perform 
even the most cursory checks 
before they start threatening to 
sue? Can't people that they 
threaten unnecessarily sue them for 
harrasment? Can't they leave us 
alone and get proper jobs? 

Ant 

SLASHDOT. ORG 

[WoS] are surprisingly pro-rights- 
holder. Unlike most such sites, they 
don't simply say 'we can distribute 
this because we want to', but they 
acknowledge that a company who 
has spent many hours (albeit 10 or 
20 years ago) and money 
developing a game has the right to 
distribute it (or not!) as they feel fit. 

Reading that link you realize that 
essentially they are PRO-IDSA 

Anonymous Coward 

Let me get this straight: You 



attempted to contact copyright 
holders, and when you didn't 
receive a response from them, you 
assumed it was okay to continue to 
offer their works for download? In 
other words: 

Dear Copyright Holder: 

We are offering your works for 
download on the internet for free. If 
you would like to Opt-Out of this 
arrangement, please let us know by 
clicking the link below. Otherwise 
we will continue to offer this 
service, even though we don't 
actually have your permission. 

Cheers, The WoS team. 

Mournblade 

I think that's a rather harsh way of 
putting things. The contact e-mails 
which are sent are rather more 
detailed than that, and attempt to 
explain why we're doing this as 
well. 

As I said above, the decision to 
distribute 'non-denied' games is a 
pragmatic one; we've never tried to 
claim that what we're doing is 100% 
whiter than white legal, but we are 
making an effort on this front. From 
a personal point of view, that 
matters a lot to me. 

pak21 

For the avoidance of doubt, then, 
will you now agree that what you 
are doing is not legal? 

Oh well, but your conscience is 
clear because you made "an effort". 

*tap tap tap* Hello? Deep down 
(well, not so deep really, I can 
almost hear you sniggering) you 
know full well what you are up to. 
You are kidding no-one, except 
perhaps for yourself... 

Ataru 
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Spectrum games, you see, are 
just like buses... And so on. Load 
is back, and this time with some 
of the stuff that really should be 
here: new Spectrum games. This 
issue I'm helped out by Spectrum 
graphics and die-hard Dizzy fan 
Tommy Pereira, aka AMIGO, the 
very artiste responsible for the 
Egghead 3 loading screen. With 
Tommy's permission His text has 
been taken from his much larger 
Spectrum games article at 
peeknpoke.emuunlim.com/spect 
rum2003/pnpspectrumnewgames 
2003.html where you'll also find 
news about new Spectrum titles 
currently being developed. Just 
when you thought things couldn't 
get any better... 






